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From The Editorial Staff 


OFFICIAL MAGAZINE 


Hi everyone and welcome to the 41st issue of the Official SMITE 
Magazine! If this is your first time stumbling upon us, what 

you see before you is the result of a community project turned 
official Hi-Rez Studios product! Even though this is an official 
magazine, the staff is completely comprised out of community 
members, sharing the same passion for the game that we're 
all here for, SMITE. If this is your first issue, you can find all our 
past issues on our website at http://gameonmag.com/smite. 


For this issue, we'd like to acknowledge the addition of 
some new Staff members here at the SMITE Magazine. We 
are happy to welcome Matt Deschuiteneer, Jacob Newman 
and Ryen Buck! We are glad to have them join us! 


This month, we will take a look back at the 2018 SMITE World 
Championships with a summary of the SPL results and an 
article analyzing the tournament's meta. We are also going 

to take a look at the game's newest three-headed member, 
Cerberus! In addition be sure to check out the latest edition of 
End of Times where a young boy ponders the end of the world. 


We will also be introducing a new Series, where we provide in- 
depth guides for older gods! Janus will be the first character to 
be depicted in this series. We also have a new SMITE 101 Guide 
analyzing gods that are considered to be “hard,” as well as an “In 
Theory” article showing a concept for Tartarus, God of the Deep. 


There's plenty more in store so sit back, relax, and enjoy 
the 41st issue of the Official SMITE Magazine! 
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THANKS TO OUR 
pairzon SUPPORTERS 


We are able to continue to pump out these magazines every month thanks to 
our supporters on Patreon. If you'd like to help out, and get rewards for your 
support! Click anywhere on this page to find our more information. 


THANK YOU TO: 


SUBSCRIBER 
DarknesslIsArising, Joshua 
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SUPPORTER 
Alan Carvalho, Antonio Carlos Alves Monteiro, arka222, Bartek Cendrowski, 
Daniel Christensen, Danilo Gibson, Elias Thompson, Hadrien Eloy, Josh 
L, Matthew simon, Ruben De Oliveira Silva, Tamir Smith, 
Vincent, Zérczi Jonatan 
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WHOIS... 


he underworld is home too many 


creatures, all of them horrifying enough 

to shake someone to their very core. 
Amongst these, however, there is only one whose 
very name is synonymous with ferocity and violence. 
His visage Is a grizzly final image: three wolf heads, 
each with burning acid dripping with razor sharp 
fangs. Eyes glowing a pale, deathly green, capable of 
petrifying anyone, mortal or god, unfortunate enough 
to catch his gaze. His tail, a venomous serpent 
poised to strike and inject its victim with its lethal 
toxin. This is Cerberus. He Is the hound of Hades, 
the Warden of the Underworld, and the last thing you 


will see before your body and soul are torn asunder. 


Born of Echidna, mother of all monsters, 


Cerberus was made for the express purpose of 
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CERBERUS 


By Matt Deschuiteneer ~~~ 


watching the gates of hell, ensuring that the damned 
stay in and the living stay out. For centuries, Cerberus 
has performed his duty diligently, ravaging anyone, 
living or dead, who attempted to enter or escape 

the underworld. However, Cerberus has been 

called to the battleground of the gods. Hades, his 
master, has unshackled the vicious beast and called 
Cerberus to carry it his will. Now, Cerberus is free 

to wander the mortal realm. Run, all you mortals. 
The Warden of the Underworld comes for you, and 


he is eager to drag you down to hell with him. 
Passive: Spirit of Death 


As the Underworld’s gatekeeper, Cerberus 
acts as an arbiter of life and death. This is 


represented perfectly in his passive: “Spirit of 
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Death.” Enemy gods who are healed within 40 feet 
of Cerberus see their healing reduced by 20%. 
Additionally, Cerberus steals 40% of the total 
healing done as healing to himself. This allows 
Cerberus to stay healthy while siphoning away the 


sustain of the enemy, hastening their demise. 
Ability 1: Paralyzing Spit 


“Paralyzing Spit” is Cerberus’ first ability. 
Cerberus snake tail spits a projectile of deadly 
venom that passes through minions and stops 
on impact with the first enemy god hit, dealing 
50 to 170 damage [+25% of your magical power). 
Successfully landing basic attacks or using 
Cerberus’ second ability, “Ghastly Breath,” alerts 
Cerberus’ three wolf heads. While alerted, Cerberus’ 
heads will also fire venom for a max total of four 
projectiles. Venom projectiles that hit the same 
target will deal 20% less damage per hit. However, 
landing all four projectiles on the same enemy will 


stun them for up to 2.2 seconds at max rank. 
Ability 2: Ghastly Breath 


Cerberus’ most notable feature is, of course, his 
three wolf heads. These heads have a chance to show 
just how vicious they can be with Cerberus’ second 
ability, “Ghastly Breath.” Each of Cerberus’ three 
heads fires a noxious blast of breath in a cone, dealing 
up to 55 [+10% of Magical Power) damage seven times 
over 2.4 seconds to all enemies in range. Enemies 
his by this ability also see their protections reduced 
for up to three stacks with each stack reducing up to 
20 protections at max rank. Additionally, enemies hit 
by the center of the cone are slowed for up to 12% 
of their movement speed at max rank for 2 seconds. 


Finally, this ability alerts all three of Cerberus’ 
The Official SMITE Magazine Issue #41 


SSS SSS SSS 


heads, readying them for “Paralyzing Spit.” Turns 


out three heads are better than one afterall. 
Ability 3: Soul Expulsion 


As mentioned before, Cerberus is ferocious 
hunter. He not only devours the body of his prey, but 
feasts on their very souls. Cerberus’ third ability, 
“Soul Expulsion,” plays into this position as a hunter 
of souls and a warden to the damned. Cerberus leaps 
a short distance forward, dealing up to 220 damage 
(+0% of Magical Power) to enemies and ripping the 
souls out of all gods and minions hit. These souls 
stay on the battlefield for a short duration, and 
can be attacked and slain by Cerberus. For each 
enemy soul he defeats, Cerberus heals himself. 
Defeating the souls of minions heals Cerberus for 
up to 55 health (+25% of Magical Power). Slaying 
the souls of enemy gods, however, doubles this 
healing, granting 110 health (+25% of Magical 
Power] for each soul he defeats. Enemy souls have 


33% of the health of their bodily counterparts, and 


Cerberus’ basic attacks cleave nearby enemy souls. 
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Ultimate Ability: Stygian Torment 
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For mortals, death is inevitable. As such, all 
are destined to meet Cerberus, and all will be at his 
mercy. Cerberus’ ultimate ability, “Stygian Torment,” 
merely expedites this process. Cerberus lets loose a 
haunting wail, summoning the spirits of the damned 
to lift up his enemies, dealing a maximum of 530 
damage [+55% of Magical Power] and lifting up all 
enemies hit by this ability. After a short time, all 
enemies who were lifted up by this ability are knocked 
in front of Cerberus. That is to say, enemies will be 
knocked into a position that places them in front of 
Cerberus at the end of the ability, allowing Cerberus 


to put his victims exactly where he wants them to be. 


It is finally time. Ragnarok has fallen upon 
the world, and Hades, Lord of the Damned, is its 
harbinger. The death and destruction to come will 
be like nothing the world has ever seen before, and 
as Gods clash for the fate of all that exists, mortals, 
deities, and even the dead will find no rest. Only 
one thing is certain: Cerberus will have his fill. 


By Matt Deschuiteneer 
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_ SMITE 101: THIS GOD IS 
HARD? 


| f several players were tasked 


By BillBouchard ~~~ 


persuades a player to think a god Is 
hard, there will always be another player. 
- waiting on the wing to prove them wrong. 


to compile their own lists of the 

hardest gods to play in SMITE, the 
answers would likely be very diverse. 
‘There may be a few characters that 
would pop up In most lists, but generally 


For instance, Serget is a goddess who 
was widely considered to be the best 


each player has his or her own unique 
take on what makes a god hard to play. 
It could depend.on the god's role, being 
Single target or team fight focused, the 
fact that they have lots of skill shots, or 
even the fact that they are considered 
“bad” meaning that it takes more skill 
to make them perform well. pyaar er 
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character in the game through most of 
Season 1 and Season 2. Ask any pro or 
ranked player who was the best god at 
that time and 9 out of 10 would likely 

tell you that it was Serget. Now looking 
at this goddess and the role she fulfills, 
she is undoubtedly a single target, glass 
cannon, heavy hitter. She thrives at 
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finding a lonely squishy god, taunting 
them in and then unloading her unholy 
amounts of damage upon them. This Is 
generally how she’s always been played 
and will be played. The reason she stood 
out as a strong character was because 
of her kill potential and insane damage 
numbers, but she also came with several 
drawbacks, including her very low health 
pool and risky play style. If you missed 
her cobra’s kiss you're combo was likely 
wasted. If you jumped in, used your triple 
dash and then got stuck in a team fight, 
you re dead. There was so much that 
could go wrong with this character that it 
seemed clear that she was very difficult 
to play, but when put in the right hands 
she was the best character, hands down. 


This is what is considered a ‘high skill 
ceiling’ which means that her potential is 
extremely high if she is put in the hands 
of a good mechanical player. Think of it 
like a paint brush. A paint brush in the 
hands of someone who never paints is 
just a stick with some bristles, however 
a paint brush in the hands of Vincent 
van Gogh Is a tool for a genius. Serget 
for the longest time was a high skill 
ceiling god and then for some reason... 
she kinda fell off. So what happened? 


The answer likely lies in the shape of 
the meta and the way that SMITE evolves 
over time. A god can be strong one day 
and weak the next. The community can 
have a eureka moment where everyone 
collectively thinks “| could play that god,” 
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and then the perception of that god's skill 
level is decreased because every bronze 
V is playing Hel support in the duo lane. 


If you look at the god menu in SMITE, 
each god has a label saying if it is Easy, 
Average, or Hard to play. Ignore these. 
The labels couldn't be more wrong In 
many cases. For instance, if you put 
your mouse over Anubis, it says that he 
is easy. Now if a fairly new player were 
to take Anubis out into a casual game, 
that player might go 20-0 and say to 
themselves, Yup, he’s pretty easy.” But 
the problem with Anubis is that he has 
an extremely low skill floor (he can be 
picked up by new players easily] and he 
also has a very low skill ceiling, which 
means that at high levels, it may not 
matter how well you can hit those wraps, 
enemy players will find you and they will 
kill you. Mechanical skill does not always 
save an Anubis from being pulverized 
in the pro league. So now that we know 
what skill floors and skill ceilings are, 
we can use these to measure how hard 
a god is without any misperceptions. 


The goal here is to find gods that 
have a high skill floor and a high skill 
ceiling. This means we want gods that 
arent easy to pick up, but when mastered 
can offer great results in the game. 


So to start, here Is a list of 
all of the gods that are labeled 


as Hard in the god menus: 
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Agni, Ao Kuang, Aphrodite, Awilix, 
Chronos, Hel, Hou Yi, Osiris, Skadi, 
Sol, Susano, Terra, The Morrigan 
(very hard}, Thor, Tyr, Ullr. 


At the time that this article is being 
written, there are 93 gods in SMITE and 
15 of them are considered Hard [one 
is very hard). When looking at this list, 
there are a few factors that seem to be 
forming HiRez’s opinion of what makes a 
god hard. The first is Skill Shots. Awilix, 
Chronos, Hou Yi, Osiris, Thor, Tyr, Ullr 
and even Agni all have kits which revolve 
around hitting difficult skill shots. The 
other noticeable feature of some of 
these gods Is the presence of important 
Combos. Thor has the infamous double 


_ tap, Tyr has the fearless cleave, Chronos 


with the stun-aoe combo. Many of these 
characters have a 1-2 punch that kinda 
decides whether you re good or bad 
with them. It’s interesting to compare 
these characters with gods who are 
labeled easy and see how that List Is full 


‘of gods who don't really need combos. 


For instance, Medusa Is labeled as 
easy and she doesnt have any crucial 


combos. She basically uses her abilities 


when she needs to. She can use them in 
succession for a higher damage output, 
but they don't necessarily rely on each 
other for success. The last interesting 
thing to note about this list is that there 
isn’t much AOE Damage [besides a few 
characters). In many cases, having skill 
shots and “small kits” makes you a lot 
more difficult to control. Good examples 
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in the list above include Tyr, Chronos, Ullr, 
Awilix, The Morrigan, Thor and Ao Kuang. 
Going back to Serget’s kit, it would seem 
that she requires a lot of finesse to play 
and therefore is much more appealing 

to those strong mechanical players. 


There are also gods not on this list that 
are commonly considered to be difficult to 
play but are labeled as easy in the game. 


Examples include: 


Jing Wei, Nu Wa, He Bo, Ares, 
Bakasura, Sobek, and Hachiman 


All of the gods mentioned above are 
labeled as easy in the menus, but almost 


_ all of them have an aspect of their kit 


which Is difficult mechanically. So the 
point of this whole article is to help 
players realize that “high skill floors” and 
“high skill ceilings” can vary from player 
to player. The best strategy to use when 
trying new characters Is to figure out your 
own skill floor and skill ceiling and use 


- that to pick gods that fit your playstyle. 


Some people are surprisingly terrible at 
using big aoe ultimates. Other players 
hate gods with escapes even though 

its supposed to make their survivability 
much higher. The best way to improve 
your skill ceiling is to go onto SmiteGuru. 
com and find your profile. Then scroll 
down to the bottom until you find the 
gods with the worst win percentages, 
and go into the game and play them! 
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In the meantime, here is a small list 
of gods that are generally considered 
to have higher skill ceilings in each 
~ role with some opinion of the author 
thrown in. Thanks for reading! 


Mages: Ao Kuang, Hel, Aphrodite, 
Chronos, He Bo, Janus, Sol 


Assassins: Awilix, Kali, Mercury, Ne 
Zha, Nemesis, Serget, Susano, Thanatos 


Hunters: Anhur, Artemis, Hou 
Yi, Jing Wei, Rama, Xbalanque 


_ Guardians: Cabrakan, Fafnir, 
Kumbhakarna, Sobek, Terra 


Warriors: Amaterasu, Cu 
Chulainn, Erlang Shen, Ravana, Tyr 


By Bill Bouchard 
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THE ULTIMATE GUIDE TO THE GOD 
OF PORTALS AND TRANSITIONS 


anus. That god you always looked at 

and thought “Eugh, utility”. Maybe 

you tried him once, and just couldn't 
do enough damage. Maybe you've never played 
him, maybe you've got a few mastery ranks on 
him. But hopefully, today, | can deliver you a 
guide to enhance how to play Janus as a god. 

Firstly, what do you level on him? Well, his 

level order should be 4-2-1-3. This is due to his ult 
having such good damage numbers. However, he 
is a fluid god in terms of level order, so if you value 
the utility of your ult more than the damage (maybe 
you're communicating with your team) then you 


can level your abilities in form 2-1-3-4 or 2-1-4-3. 
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By Jacob Newman ~~~ 


But what do his abilities actually 
do? Let’s run through his kit. 


1. Portal 
Damage: 80/130/180/230/280 


(+60% of your magical power] 


This is what makes 
Janus who he is. This ability 


has four purposes. 
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First, to drop someone into a portal to allow 
you to escape as they fall. Probably the most niche 


way of using it, but it’s useful to bear in mind. 


Second, to drop someone into a portal to allow 
you to deal damage to them with a basic and your 
vortices. This is probably the most common use of 
the portal, and with good timing and practice you 


can easily use this for maximum damage setup. 


Third, to place on a wall and allow you to 
escape. This is your primary escape tool at 
heart - the CC is just a bonus. You should always 
position yourself as Janus as close to a wall as 
possible, so if you get dived, position your portal 
so It gets you as far away from the diver as you can 


without going out of range [it has a max range]. 


Fourth, to place on a wall to allow a teammate 
to escape. This works when your teammates pay 


attention. If you need to get a teammate out of a 
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tough situation, put a portal on a wall that they 
will be passing within the next few seconds. This 
will hopefully hint to them that they should go 


through it, and it gives them an extra escape. 


2. Unstable Vortex 
Damage: 100/165/230/295/360 


(+80% of your magical power] 


This is a simple ability gone wrong. This is 
your staple damage ability and your staple clear. 


To clear with this, you can do one of three things. 


You can position yourself so you are 
touching the melee minions and the centre 
of the projectile where the two vortices meet 
will collide with the archers. This will full 


clear but occasionally miss an archer. 


You can position yourself so only one 
vortex will sweep through both parts of the 
minion wave. This will always full clear if 
you have enough power. But since it doesn't 
use the second vortex you will clear with 


slightly less damage, but easier and safer. 


Third and most inconsistent, you can position 
yourself so the centre of the projectiles where 
they meet the second time [with the first being 
where you are when you release them) lines up 
with the melee minions, and the final meeting at 
the back of the projectiles will hit the archers. 
Sometimes, depending on how the wave has 
arrived and what took aggro, they may be further 
apart and so this clear method simply misses 
the archers. Use this if you're heavily under 


pressure and simply can't clear up close. 
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Otherwise, use this to always try and hit 
both vortices on an enemy. You can hit divers 
of your backline with the first meeting of the 
vortices and use this more like a bludgeon, and 
hit ranged enemies and enemies in your portal 


with the second meeting of the vortices. 


3. Threshold 
Additional Scaling: 20/30/40/50/60 
Movement Speed: 10/15/20/25/30% per Portal. 


This is a great ability. It ties in both with his 
passive and his portal. It increases scalings of 
your 1 and 2 primarily (4 too but that should never 
matter]. You can use this as a speed boost to get 
out of base quicker (The speed boost stacks twice, 
so use your threshold to get out of the fountain 


(assuming conquest map] and then the portal 


For the most part, this ability is used to keep your 
passive active. That increases your scalings too. 
Make sure your passive is up as often as possible 
when fighting, but also be aware of your mana and 
whether you ll need the threshold 
for debuffing of the enemies (which 
makes your abilities easier to hit 

and increases your scalings multiple 
times and more than your passive). 
It’s an ability with many many effects 


and many nuances. Very underrated. 


Basically, if you won't need 
it for an escape and you're ina 
fight, use this under an enemy 
before you use your 1 and 2. If not, 


use it to activate your passive. 


4. Through 
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through the nearest wall) or to escape, or to rotate. 


Space And Time 
Damage: 300/400/500/600/700 


(+75% of your magical power] 


This is hands down the best ultimate 
in the game, in my opinion, aside Morrigan 
ultimate. It transports your whole team over 
halfway across the map in no time at all. The 


king of global ults. It has three purposes. 


It can be used to snipe unsuspecting enemies 
who are backing, clearing a camp, or otherwise 
unaware that It is coming and are low on health. 
It will kill them if they are low (the more you play, 


the more of an idea you get of whether it will kill). 


It can be used as an escape for you. If you're 
being dived and you know that you will die without 
using your ult, just use it. If your 1 is down and you 


need to leave the fight, do not hesitate to leave. 


It can transport your team. It’s a fantastic 


tool for getting your whole team across toa 
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tower or an objective, or getting you in and out 
of a teamfight. Really requires coordination, 


though. Don't expect people to realise it’s up. 


Passive - Passages 


Magical Scaling: 15% 


This functions like a mini - threshold 
that stacks when you move over anything 
other than your 2. It’s a nice small scaling 
boost ona single ability that is well worth 


keeping up at all times as | detailed above. 


Build 1 is your alternate build, with Book 


of Thoth and Polynomicon. | like Polynomicon 
for the extra burst it provides when dropping 
someone into a portal, however it’s personal 
preference. You stack Book of Thoth if you feel 


like you're going to have a very unsafe game. 


Build 2 is your flat pen build - use this 
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whenever your opponents are Idiotic enough 
to not build into more than about 80 magical 
protections. Divine Ruin can also be built when 


the enemies have large amounts of healing. 


Build 3 is your semi-utility build. 40% CDR 
and a damage/lifesteal Aura allows you to be a big 
teamfight presence. You can also stack Warlocks 
Sash instead of Book Of Thoth, should you feel 
like you need the health, and you can always build 
into some defence instead of Pythagorem’s piece 
- maybe a Spirit Robe, or a Mantle of Discord. Just 


make sure not to go over the cap of 40% CDR! 


Build 4 is your high pen, no lifesteal 
build. Use this against tanky teams or teams 
with low pressure where you don't need to 
heal up as much. You can also build Soul 


Reaver against very tanky targets. 


Build 5 is your standard build. High damage, 
medium CDR, lifesteal and pen. Use this when it 
is safe to build Doom Orb, and/or you're uncertain 


of how you need to play in the game ahead. 


| hope I've been able to teach you 
something you didn't know, be you an average 
player, a new player, or an expert player. | 
hope you are inspired to play the Roman 


God of Portals and Transitions - Janus. 


By Matt DeSchuiteneer 
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AB THEORY 


IN THEORY - GODS OF ANTIQUITY: 


TARTARUS, GOD OF THE DEEP 


Lore 
eus asserted that Tartarus is “as far 
beneath Hades as heaven is high above 
the earth.” It is a place so far from the sun 
and so deep in the earth that it is hemmed in with 
three layers of night, which surround a bronze wall 
encompassing Tartarus. It is a dank and wretched 
pit engulfed in murky gloom that is used to torment 
the wicked and imprison the Titans. It is a primordial 
object which sprung from chaos, and is also known 
as The Abyss. Tartarus’ counterparts are Gaia (Earth], 
and Eros [Air]. Together they make the universe. 
Similarly to Hades, Tartarus is both considered a 
god as well as a place. Tartarus exists with the same 


name in both the Roman and Greek pantheons. 


Model 
Tartarus will be a muscular warrior with torn 
up clothes and a long chain as a weapon that he will 


hold in his hand. It will whip around very similarly to 
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By Bill Bouchard ~~ 


Bellona’s scourge weapon. He'll have dark purple 


skin, hellish red eyes and demon like qualities. 


In this month’s issue we are going to 
take a look at what the Roman God Tartarus, 
God of the Deep would be like on the 


battleground of the gods as a warrior. 


Tartarus’ kit will be themed around tormenting 
others and punishing them through a few simple 
strategies. He will have a strong focus on his basic 
attacks which makes him similar to other AA warriors 
like Osiris, Erlang Shen and Bellona. He has a fair 
amount of crowd control with a large aoe banish, 

a stun and a slow, but he also has other ways to 
punish characters who are AA focused through an 
attack speed slow. Overall his kit is simple and to the 
point which Is perfect for a bruiser style warrior. 

Tartarus passive Is called Chain of Torment 


and it allows him to improve his aoe damage either 
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Type Description 
Each time Tartarus hits an enemy with a basic 
attack, he gains a stack. At 5 stacks, his basic attacks 
Passive 
turn into an aoe cone for 3s. 
Tartarus shrouds himself in darkness for a period 
causing his basic attacks to ignore all movement penalties. 
Ability 1 He also gains bonus physical penetration and movement 
Speed. 
Tartarus whips his chain in front of him dealing 
me damage. All enemies hit have reduced attack speed for 5 
Ability 2 
seconds and are slowed. 
From the Pit Tartarus teleports underground to a target location 
Sls pqase Desa Saec il Ability 3 where he then emerges and grabs any gods standing in 
the area, stunning them and dealing damage. 


Tartarus summons the abyss into a large area, 
banishing enemies for 1s and dealing damage as they 
The Abyss land. Enemies tn the ability will be surrounded in darkness 
Ability Type: Area of effect Ultimate and unable to see outside of the area. The area will persist 
for 2s after the banish. Tartarus is invisible while standing 
in this ability. 


Chain of Torment 


Wretched 
Ability type: Buff 


Destroy Essence 


Ability type: Cone 


; 
i 
i 
; 
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in lane or in team fights by gaining a cone auto 
attack for a short period. This takes 5 stacks to 
activate, but can be a great wave clear tool and 
zoning tool in team fights. It is especially potent in 
lane since the cone will hit the entire minion wave, 


which no other warrior auto-attack chain can do. 


Tartarus’ first ability is called Wretched which Is 
a simple buff that does a few things to help Tartarus 
be an auto-attacking nightmare. Similarly to Osiris’ 
passive, it allows him to use his autos without any 
movement penalties, but it also provides Tartarus 
with bonus penetration and movement speed 
which means that he will be able to chase down 
and punish targets with ease. Tartarus will shine a 
deep black color when this is activated so allies and 


enemies will know when he’s about to go berserk. 
The Official SMITE Magazine Issue #41 


Tartarus’ second ability is called Destroy 
Essence and it is his main wave clear tool apart 
from his passive. It will have a different animation 
from his passive and deal much more damage 
(excluding his build). However, both his passive 
and this ability are cone attacks. This abilities main 
focus apart from its damage Is the attack speed 
slow which when combined with his other abilities 
will make him an expert at diving back lines and 
punishing squishy hunters. It should be expected 


that he'd be a counterpick to heavy aa comps. 


Tartarus’ third ability is called From the Pit 
and it functions similarly to Hades’ and Scylla’s 
dashes. He will teleport underground and then 
grab any god standing in the area. It should be 


noted that it will be a tiny aoe (about the size of 
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Ullr's hail of arrows) so the likelihood that you When leveling his abilities, pick up his 
will grab more than one god is small, but it can two first for wave clear, then get the three for 
happen. This is mainly a lockdown tool for diving a reliable escape, then get your one and finally 
backlines but can also act as a great escape. It the ultimate. Prioritize leveling your two and 
will have a small casting delay like Hades’ dash. ultimate first, then do the one and three. 

Finally, Tartarus’ Ultimate is called The Abyss and This will bring this In Theory to an end with 
it can be added to the list of big circles in SMITE. It is the hope that the tormented God of the Deep, 
a fairly unique ultimate that banishes all enemies in Tartarus will someday emerge from his domain 
the area and surrounds them in darkness creating and join us on the battleground of the gods! 


a xbalanque style odin ring that doesn't have any 


By Bill Bouchard 


walls. After the banish and damage, the darkness 
will remain for a few seconds, allowing Tartarus 
to use it as his own personal death arena. Having 
his passive as well as his first ability activated 

is a must if Tartarus is going to get the most out 
of this ultimate. Oh and how could we forget, 

he’s permanently invisible while standing in 


this area. Nothing can break this invisibility. 


Overall, Tartarus will function as a high 
control AA warrior who can dive the backline, 
control team fights, and clear the wave with ease. 
His downfall is his ability damage numbers will 
not be very high and his stun will be very hard to 
hit. His kit will be most effective if his first ability 
is activated before he dives into a team fight or 
goes for a gank. However, like most bruisers, 
his abilities should be used when needed and 


in succession to cause the most torment. 


Tartarus would benefit from defensive items 
like hide of the nemean lion, ancile, hide of the 
urchin and even a stone of gala, however throwing 
in some attack speed items like gin’s sais, 
witchblade, winged blade or even an odysseus’ bow 


would help him abuse all those who face him. 


nnn 
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NOT) THE END OF TIMES 


By Courtney Zammit ~~~ 


dd Oh, God of the Virgin Blood Moon. . 
No, that’s too formal. He was known 


for his pranks, not his respect. 


“Hey, uhh. . 


a diety with ‘hey’! Maybe if |. . . Wait. I’ve got it. 


“Xbalanque, God of the Blood Moon 
and brother to Hunahpu, | really hope you're 
listening. We have a bit of a crisis here and it 


would be awesome if you could answer.” 


The child prayed and waited with baited 
breath. Kukulkan hadn't answered, Chaac didn't 
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, No, not that either. | can’t address 


seem to know anything, and he was not about 

to pray to those that resided in Xibalba. Would 
Xbalanque answer? Time was drawing short 

and the poor child was growing more and more 
anxious by the moment. His knees started to 
become sore, kneeling in the dirt. The night air 
was getting more and more cold, and he shivered 


as the breeze seem to pierce right through him. 


“While I'm honored that you choose to come 
to me, do you have any idea what time it is?” A 
sharp voice rang through the small boy's mind, 
causing him to nearly topple over. A small yelp of 


surprise was answered by a hearty chuckle. 
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“Y-you answered!” 


“Of course. You sounded 


distressed. What's troubling you?” 


The boy struggled to find the words. Even 
though it was a distressing matter, saying the 
words out loud seemed a bit silly. Xbalanque 
remained silent and patient, which only caused 


the child more anxiety. He just had to ask. 


“Is the world really going to end this year?” His 
voice quivered. “I’m only 9! | haven't done enough in 
my life yet! And my sister is only 3 and | haven't gotten 
to teach her all of the cool things like climbing trees 


and-” his ramblings were broken off by another laugh. 


“I'm assuming that since you prayed to me, you 
know my past,” Xbalanque chuckled. Taking the child's 
nod as his answer, the god continued. “My brother 
and | were not ones to remain quiet. Even in our 
childhood when our older step brothers would have 
fun picking on us, we always came out on top. Tell 
me, child, do you know how my brother and | bested 


the Lords of Xibalba, even after they tried to kill us?” 


Shaking his head no, the boy dusted off his 


knees and sat fully on the ground, ready to listen. 


“The Lords were not ones to take defeat 
lightly. We had continually beaten their traps, 
only to intentionally throw the first two rounds 
of the ball game they challenged us to. After the 
final trap- which, as you know, cost Hunahpu his 
original head- | helped construct a new head for 
my brother and we utterly embarrassed them. But, 


like | said, they are not ones to take defeat lightly.” 
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The boys eyes widened. “What did they do?” 


“Hunahpu was the first to notice. 
They had constructed a giant oven and had 


intended to feed us to the flames!” Xbalanque 


’ 


dramatically exclaimed. A gasp from the child 


only spurred on the god's creative retelling. 


“What the Lords didn’t know, however, was 
that we weren't to be killed that easy! No, instead we 
allowed ourselves to be immolated in the fire. They 
even ground our bones to dust for good measure!” 
Pausing again, Xbalanque could see the child hanging 
on to his every word. “They tossed our remains in 
the river- but that’s exactly what we wanted. While 


residing in the river, we waited. Our bodies became 


eo Te) eee eee ee oF ia 


flesh once more but as catfish at first. When we 
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returned to our human bodies, the Xibalbans didn't + 
even recognize us! It was the perfect trap!” ‘ 
“Weren't you scared they'd find out 2 
who you were?” The child finally spoke. ; 
sd 
“We were a little nervous,” Xbalanque 
admitted. “But you can’t tell anyone else that!” 
“Wow...” was all the little boy could say. 3 
“Where was |? Oh, yes. Hunahpu and | knew 
that we had to get the Lord's attention again. & 
So we started performing what the residents K 
of Xibalba called ‘miracles’. One of our favorite 
tricks was to have one of us be killed by the other, .. 
then we would come back to life! Once the Lords 
learned about us and what we were doing, they 3 
demanded to see the show for themselves!” 
? 
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The child remained quiet, 


hanging on to every last word. 


“Hunahpu and | performed a lot of things that 
night. We killed animals, then brought them back. 
We lit the Lord’s houses on fire, then rebuilt them 
immediately. Finally, we did our most famous part- | 
slayed my brother and offered him up as a Sacrifice, 
only to bring him right back!” Xbalanque paused 
again, this time more for his own recollection. The 
looks on the Lord's faces when Hunahpu stood back 


up was still funny, even after all of these years. 


“By some stroke of luck, two of the Lords 
demanded that we perform the miracle on them. 
They had to see if it was true! So, we did.” The 
god laughed. “Only, we didn’t bring them back” 


“_.. were they mad?” the 


boy's small voice asked. 


“Well, that’s when we revealed who were 
were. Instead of anger, they were afraid. | mean, 
they burned us and ground us to dust- I'd be 
scared too. But the Lords retreated and haven't 
been a problem since. After reviving our father, 
my brother and | climbed up to the skies and this 


is where we reside now.” Xbalanque finished. 


“Wow. . . that’s so brave! And so cool!” 
The child exclaimed. Xbalanque remained quiet 


now, letting the boy gather his thoughts. 


“But wait! That’s not why | prayed!” the little 
one finally spoke up. “| just wanted to know if the 
world really is going to end!” A roar of laughter 


was the child's only answer for a good while. 
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“Why do you think the world is going to end?” 


“Because!” the tiny voice began to shake with 
worry again. “The calendar is running out! The gods 
were right about so many things that have happened 


already, but there's nothing left after this year!” 


After a lengthy pause, Xbalanque spoke again. 


“Did you ever think that maybe we 


just didn't have a bigger rock?” 


The child was silent for a moment. No, it’s 


not that simple! There had to be a reason! 


“But... but... The holy book! The 
Popol Vuh! It had the stories that after the 
b’ak'tun 13 that the world would be destroyed!” 


the boy stammered. Xbalanque sighed. 


“The b’ak’tun 13 was the time frame given to 
see if the world was a failure or a success. It wasn’t 
a doomsday countdown. The gods provided wisdom 
that allowed the events to be predicted, only to 
help better prepare the people we so love. Besides, 
you really think my brother and | would fight to 
take down arrogant gods to save a world that was 


doomed?” the god asked, seemingly exasperated. 


“Well, no, but... then why use that same 
timeframe!? The Popol Vuh said that the world was 
destroyed three times, each time after the completion 
of the b’ak’tun 13 cycle! Why won't it happen 
again?” The child’s voice was calming down a bit, 


but Xbalanque could still tell he wasn't convinced. 


“The completion of the cycle doesn’t 


mean the end of everything. It means a new 
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cycle. A new age. You have nothing to fear.” 
“But-” 


“But nothing. You have nothing to fear. The 
world is not going to end this year. Ugh. . . next 


time, I'll make sure they have a bigger rock.” 


By Courtney Zammit 
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metas in the history of SMITE. The Deaths 
Toll meta of the Solo lane between the Spring and 
Summer splits. Warrior jungle meta that has lasted 
since the beginning of the Fall split. The ADC staying 
in Duo lane alone for half the game which spawned 
Ah Muzen Cab, Ullr, and many other “weak” hunters 
to become top picks and bans throughout all levels 
of play, and many others. All this culminated during 
the World Championship for SMITE at the beginning 
of this year. A question a lot of people have had 
however is, how did any of these start anyway? Why 
was Raijin arguably the best mage in the tournament? 
Why was Ravana and Ullr almost always banned 
or picked? And most importantly, how did Bastet 
someone get picked in games 1 and 4 of the Grand 


finals, and banned the other 2 games? And win? 
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| To start off let's go over the duo lane, or mostly 
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just the second solo lane. This lane was dominated 
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during the tournament by only a few hunters. Ullr, 
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___ SWC META ANAYLSIS 


By Ryen Buck — 


oe 4 was a year full of some of the weirdest 
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Hachiman, and Ah Muzen Cab. These 3 gods only 
recently came back into the meta, Hachiman being 

the 2nd to newest god. Ullr getting recently buffed so 
that his axe stun is now faster, he has reduced mana 
costs, and more overall damage to compensate for 

the lack of an ultimate. These buffs made him such 

a high-pressure god that with any decent player, can 
not lose the laning phase. The only ones to combat 

him in the early game which seemed to be one of the 
focal points of the games at the SWC, were Ah Muzen 
Cab, and Hachiman of course. So, since Ullr was either 
banned or picked in 100% of the games, now Ah Muzen 
Cab or Hachiman had to be picked so that half of the 


map wasn't lost instantly during the early game. 


The next lane | want to go over is the mid 
lane, occupied by both the Support and Mid laners. 
Support has become a very loose term towards the 
end of season 4, because In a sense, the support just 
became the second jungler and the “support” role 


was used by the Solo, Jungle, and Support players 
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in the games. The Support role during SWC and 
throughout the season, stayed in the mid lane for 
two big reasons. One, it brought a lot of good early 
pressure towards the solo side of the map which 
was a huge focus during the tournament. And two, it 
let the ADC get tons of extra farm by themselves, so 
late game they could make a huge impact with their 
damage. The role was mostly dominated by Fafnir 
[when he was let through], Sylvanus, and Ganesha 
who all have excellent early game clear, great peel, 
and cc that seemed to be favored by teams this year. 
The mid laners this year weren't usually the stars of 
the team. The Mid role was dominated by Raijin, who 


after getting reworked, has become an unstoppable 


A 
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force with his easy clear, his ult that can both output 
massive damage, a nice fear, and a great taunt, and he 
has an escape that makes him super safe. A surprise 


to most was how dominate Discordia seemed to be. 


Most thought of her as an average god but it turned out 


that when you have a great team alongside with tons 
of communication, as the teams did at the time, she 
can be a high-pressure god. Most of the other gods 

that were played were mostly comfort picks because 


once Raijin was banned, it was pretty much fair game. 


Finally, | want to go over the Solo lane, or the duo 
lane 2.0. This lane was inhabited by the Jungler and 


Solo laner, and was arguably the most important lane 


‘= 
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to win this tournament. The Jungle role was filled with 
a little bit of everything during the tournament. The 
role was mainly played by tanks such as Cabrakan, 
Ravana, Osiris, Cu Chulainn, and many others but 
assassins did see more play than they had the last split 
or so. The main reasoning behind this was because 
assassins before the recent buff to Hydra’s and many 
other core assassin items, were not as good as putting 
a great warrior such as Osiris or Ravana in there. 
They also saw a lot more play because you needed 

the survivability, and the peel needed for your team to 
succeed due to how potent the damage from hunters 
and mages were this tournament. The weirdest pick 
for the jungle during the entire tournament was Bastet 
for the World Champion Jungler, Screammmmm or 
Varizial. He picked it during the Semis against Obey 
Alliance and during the grand finals against Team 
Rival. Every game ended up with a win for the team, 
and he ended up carrying. People thought it was a 
very bad choice but in a sense when you have such 

a coordinated team like Eunited was, any pick can 

be an Ullr or Raijin and work as long as you know 
what fits your “meta.” The Solo role was dominated 
this tournament by Cu Chulainn, Osiris, Bellona, and 
many other warriors that just haven't fallen out of the 
meta in a long time. This is mainly because warriors 
have so much base damage that they can go full 
defense, which is very easy considering the amount of 
choices they have, and still make an impact with the 
sheer amount of CC that ults like Odin, Cu Chulainn, 


and Osiris bring to the table during late game. 


All together the meta during the SWC was 
one filled with gods we hadn't seen get that much 
Worlds play in years. It could feel stale at times 
especially because Ullr and other gods like Ravana 
and Raijin almost or did have 100% pick ban rates 


which before this year, was unheard of but this is a 
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learning point for HiRez. With the new map coming 
in less than a month, huge changes will come that 
will hopefully break us out of the meta that was 
shaped by the SWC and set us ona path of what 


may be the best season SMITE has ever seen. 


By Ryen Buck 
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WORLD CHAMPIONSHIP 


SEZ 


2018 SMITE WORLD 
CHAMPIONSHIP SPL SUMMARY 


By Bill Bouchard ~~ 
he 2018 SMITE World Championship Australian Scylla esports team. The kill score was 
took place from January 4-7 in Atlanta, 27-4 and the game lasted around 23 minutes. 
Georgia. The SPL tournament had some 
amazing matches with eUnited emerging victorious NRG vs. Nocturns Gaming (1:0) 
in a 3-1 match against Rival, reclaiming the title for 
NA. For those that may have missed it, this article The second placement match pitted NRG 
will go through every match of the tournament and against the Latin American team, Nocturns Gaming. 
give a quick summary of how the games went. The match had a surprisingly slow start, but NRG 


slowly took over the game and got their win to 
Qualifying Stage move on to the next round. The kill score was 
12-2 and the game lasted around 29 minutes. 


LG vs. Scylla esports (1:0) 


The opening placement match of the tournament 
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showed LG asserting their dominance over the 
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Obey vs. Entity Gaming (1:0) 


The third placement match was a fairly quick win 
for Obey as they moved past the Southeast Asia team, 
Entity Gaming and into the quarterfinals. The kill score 


was 23-3 and the game lasted around 18 minutes. 
Elevate vs. Black Dragons (1:0) 


The fourth and final placement match was 
close in kills for much of the game, but Elevate’s 
objective control allowed them to move on against 
the Brazilian team, Black Dragons. The kill score 


was 12-5 and the game lasted around 25 minutes. 
Knockout Stage 
Black Dragons vs. Entity Gaming (2:0) 


Black Dragons took a decisive 2:0 victory 
against the Southeast Asia team, solidifying 
their reputation for being the best team outside 
of EU and NA. The first game's kill score was 
19-8 and lasted around 29 minutes. The second 


game was 20-6 and lasted 25 minutes. 
Nocturns Gaming vs. Scylla Esports (2:0) 


The second knockout match was another shutout 
with Nocturns winning over Scylla esports to move 
onto the quarterfinals. The first game's kill score was 
16-2 and the game lasted around 30 minutes. The 
second game was a complete beat down with a kill 


score of 26-1 and the game lasting only 20 minutes. 
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Quarterfinals 


Team Rival vs. Nocturns Gaming (2:0) 


Rival was the first seed out of EU and had 
their first appearance against the knockout round 
winner, Nocturns Gaming. The first match featured 
a dominating performance from WILfy on Raijin 
and the game ended with a kill score of 18-2 and it 
lasted around 20 minutes. The second game had 
an unexpected Thoth adc pick for Vote who went 
10/1/5 and helped Rival get their second victory. The 
game lasted an astounding 54 minutes and the kill 


score was 20-21... very close and exciting match. 


Luminosity vs. NRG (0:2) 


The second quarter final was perhaps the 
first match that fans had been anticipating to see. 
Luminosity looked to win in a rematch against NRG, 
the team they lost to in the semifinals last year. 
Unfortunately, LG did not have the showing they 
expected and lost 2:0. The first match was fairly close 
to start, but NRG pulled away with a kill score of 20-11 
and the game lasted around 29 minutes. The second 
game was quite hard to watch with LG losing 5-20 in 


the kill score and the game lasted around 24 minutes. 


eUnited vs. Black Dragons (2:0) 


This was the first match featuring the soon to 
be champions, eUnited, and they did not disappoint. 
While Black Dragons were objectively the best team 
outside of NA and EU, they could not overcome this 
talented NA squad. The first game featured an amazing 
performance from Benji on Cu Chulainn and showed 
that he may be the best Cu Chu in the world. The game 


lasted 25 minutes with a kill score of 18-6. The second 
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game showed PandaCat going 6/0/7 with a kill score 


of 15-4 and the game lasted around 24 minutes. 


Obey Alliance vs. Elevate (2:0) 


The last quarter final had the EU teams Obey 
and Elevate going face to face in a long and close 
series. The first game was a strategic battle 
and lasted around 44 minutes with a kill score 
of 17-10. In the second game, Cherryo went a 
disappointing 0/9/3 on Athena and the match 


lasted 41 minutes with a kill score of 18-4. 


Semifinals 


Team Rival vs. NRG (3:2) 


Four teams remained at this point in the 
tournament, and thus far every single match had been 
a shutout. Fortunately, the match of Rival against 
NRG was exciting and lasted a full 5 games. In the 
first game, both teams started off slowly, but Kalas 
had a great game with Ares, going 5/1/6 and taking 
the first victory for Rival. The game lasted 31 minutes 
with a kill score of 12-4. The second game gave Rival 
a promising 2:0 lead on the defending champions 
with a strong performance from Vote on Hachiman. 
The game lasted 32 minutes with a kill score of 16-19 
(NRG lead in kills). In the third game, Adapting hard 
carried his team with a 10/0/9 performance on Serget 
and brought some hope for NRG with their first victory. 
The game lasted around 33 minutes with a kill score 
of 22-3. The fourth game kept NRG rolling with a 
17-6 kill score and the game lasting 38 minutes. The 
final game was the decider and NRG was hoping they 
could keep their momentum from the last two games. 
Unfortunately they could not overcome Rival and lost 


in a 30 minute game which had a 19-7 kill score. Rival 
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would move on and deny NRG their third SWC title. 


eUnited vs. Obey Alliance (3:0) 


The second semifinal was probably the most 
surprising set in the tournament with eUnited 
completely dominating Obey in a 3:0 shutdown. This 
result was due to the opposing styles of the two teams. 
eUnited had a very aggressive playstyle throughout the 
tournament, while Obey wanted to draw out games and 
play more for the late game. Unfortunately the slow 
and steady approach was totally wrong for the snowball 
LAN meta and Obey suffered because of it. The first 
game featured a strong performance from Venenu 
on The Morrigan and the game resulted in a 15-3 kill 
score and lasted around 27 minutes. The second game 
was all PandaCat on Hou Yi and lasted 30 minutes with 
a one sided kill score of 13-1. Finally in the last game, 
eUnited solidified their finals appearance by winning 
a 24 minute game with a kill score of 14-8. Neither 


Obey or NRG would return to the finals this year. 


Grand Finals 


eUnited vs. Team Rival (3:1) 


The final matchup in the 2018 SMITE World 
Championship was a highly anticipated set for a few 
reasons: The first was that eUnited represented 
the return of NA in the finals after an exclusive 
EU final in season 3. The second reason was that 
both teams involved were the first seeds in their 
regions and therefore had fully deserved to be 
there. The third reason this match was exciting 
was that both teams had never been in the finals 
before meaning that all of the players were 
experiencing this for the first time. The atmosphere 


was fantastic and eUnited would not disappoint. 
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The first game gave the NA team a great start 
as Screammmmm displayed his insane Bastet 
skills and went 5/0/7. The game lasted around 32 
minutes with a kill score of 13-5. The second game 
tied up the series for Rival as both iceicebaby and 
Wlfy had strong performances on Susano and Raijin, 
respectively. The game lasted 29 minutes with a kill 
score of 14-3. The third game foreshadowed the end 
for Rival as they lost in the longest game of the set 
which lasted 36 minutes and had a kill score of 20-7. 
Venenu continued the trend of dominating on Raijin 
and showed why the middle lane mage was deemed 
the king of the tournament. The fourth and final game 
was tense as Rival tried their best to keep the hope 
alive with a spicy Poseidon pick for Wlfy. Unfortunately, 
the team could not overcome the fantastic Zeus play 
from Venenu and conceded victory to eUnited. The 
team couldn't be more excited to reclaim the SWC 
title for NA, and the crowd seemed to agree. The 2018 
SMITE World Championships was now in the books. 


Congratulations eUnited! 
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The 2018 PC SMITE World Championship was 
another great tournament with fan viewership 
reportedly exceeding past years. While most matches 
were shutouts, the meta was still quick and exciting to 
watch. Most games didn’t make it past the 30 minute 
mark, which was quite different than other seasons. 
The snowball meta allowed for high clear, early 
pressure gods to shine, and it seemed that eUnited’s 
aggressive playstyle fitted this meta perfectly; and 
they knew it. With the leadership of the experienced 
support player, PolarBearMike, the NA team kept 
their spirits up throughout the tournament and didn't 
let up. The loss of NRG to Rival may have given them 
even more confidence going into the finals, as they 
were facing a team that was just as new to the SWC 
finals as they were. Venenu performed extremely 
well in the mid lane, especially on gods like Raijin 
and The Morrigan. With help from Screammmmm’'s 
excellent Bastet play, the team could simply not be 
stopped, and were well deserving of the 2018 title. 


Congratulations to them and bring on Season 5! 


By Bill Bouchard 
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See You Next Issue! 


